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f Risk Summary Table 



WEAPON 



500LB 
BOMB 



500LB 
BOMB 



ANTHRAX 



DELIVERY 
SYSTEM 



CAR 



TRUCK 



AEROSOL 



TARGETS 



HEAD- 
QUARTERS 



DLA 

HQ BLDG 



FT. BELVOIR 



PROB. OF 
ATTACK 



HIGH 



SUSCEPT- 
IBILITY 



MOD 



MOD 



LOW 



HIGH 



MOD 



CONSEQ- 
UENCES 



HIGH 



HIGH 



PASSIVE 
COUNTERMEASURES 



ID CHECK 



FRF.WALL 



HIGH 



I 



DETECTORS 
PPC 



Site Profiler Risk Assessment 



RISK ASSESSMENT : 

THE LIKELIHOOD OF C$ EHICULA g> 
l30M§| >rO (ffT BELVOlfoS HIGH. 
YOUR MOSTATITCSCTTVE TARGETS ARE: 
-BUILDING 2120, DLA HQ 
-BUILDING 600, NVESD LAB 
-BUILDING 1900, INSEAM HQ 
-BUILDING 20, GENERAL QUARTERS 

OF THESE TARGETS, (5lA~H^) IS THE 
MOST SUSCEPTIBLE. 

THE CONSEQUENCES OF A($Eh1cUL^ 
CBOMPAT ALL OF THESE ASSETS IS 
EXTREMELY HIGH DUE TO: 
-VIP'S 

-MISSION IMPORTANCE 

-POPULATION 

-RECOVERABILITY 

• MORE 

• RISK TABLE 




<WHY?> 



<WHY?> 
<WHY?> 
<WHY?> 
<WHY?> 



• DONE 



FIG.8 



10/53 




11/53 





Planner 




13/53 



Maintainer 



AT/FP Planning PC 
(Desktop) 



«Process» 


VAT 






«Thread» 




«Thread» 




Ul 




Computation 


L 








«Process» 




«Process» 




Analytic 




DBMS 




Model 







* Secure WAN/ SneakerNet 



1 

Secure WAN/ 
SneakerNet 



Trainer 




Help Desk 
Operator 




CONTINUED 

y on 

FIG.1 3b 



Professional 
Assessor 



AT/FP Assessment PC 
(Laptop) 



«Process» 
VAT 




«Thread» 




«Thread» 




Ul 




Computation 


L 1 




1 




«Process» 




«Process» 




Analytic 
Model 




DBMS 



♦ Secure WAN/ SneakerNet 



Secure LAN 



Maintainer 



FIG.1 3a 




Developer 




H/53 



Mointoiner 



Theater Level information 
Management PC (Desktop) 



«Process» 




«Process» 


T1MS_ 




DBMS 



CONTINUED 
FROM 
FIG. 13a 



WWW 




Commander 



Commonder's PC (Desktop) 



«Process» 
WWW Browser 



AT/FP Development PC 
(Desktop) 



«Process» 
VAT 



«Threod» 
Ul 



71 



«Thread» 
Computation 



I 



«Process» 
Analytic 
Model 



«Process» 



DBMS 



«Process» 



Editor 




Developer 




Maintainer 



FIG.1 3b 



15/53 



f Asset Attractiveness 



IN ORDER TO ASSESS THE ATTRACTIVENESS OF THIS ASSET TO 
A TERRORIST, YOU WILL NEED TO DESCRIBE THE FOLLOWING 
FEATURES OF THE ASSET: 

• PROXIMITY TO OTHER IMPORTANT ASSETS 

• POPULATION 

• DEMOGRAPHICS 

• RECOGNIZABILI7Y 

• ACCESSIBILITY 

• AND IMPORTANCE 

EACH OF THESE DESCRIPTIONS WILL IMPACT THE ATTRACTIVENESS 
OF THE ASSET TO A TERRORIST. 
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Selecting o 
column heeding 
ond dragging it to 
the left will make o 
primary grouping 



Clicking on a 
column heading 
will sort and 
group the table 
based on that 
column being the 
secondary sort. 



Selection of the entire row, using the 
arrow on the left of the table takes 
the user to the Risk Details Screen 
allowing access to the Sim and other 
features. 




Clicking on a risk component will allow 
the user to drill down for the information 
that coused the risk rating to occur. 
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□ VIEW RISK ITEM DETAILS 

□ READ SITE PROFILER RISK ASSESSMENT 

□ VIEW SIMULATION OF EVENT 

□ ANALYZE COUNTERMEASURES 

□ ANALYZE CONSEQUENCES 
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GUI Engine olways starts 

with the GULStort 
object. It defines how 

the display should 
progress. 



. .. GULStort i _J GUL1 
'wi'^v^Y^i 1 - I Login Screen 



User Screen 
Next Node - 
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GUL7 
[Oraw item in site builder] 



*** 



In this example the screens are 
shown in the following order: 
GUU 
GUL2 * 
GUL5 
GUL4 
GUL6 
GUL7 

Site Builder **** 

* Assuming the user is o planner 

** GUL2 specifies Node_3 comes before 
NodeJ 

*** GUI_4 does not specify where to go 
next, so the engine moves down the tree to 
find relationships. 

****GUL7 specifies to use the Site Builder to define the object 



GUI descriptions can 
specify conditions for what 
should happen nest. Here, 
if the user says they know 
information about the 
objects then the objects 
GUIs are shown. If not the 
GUI will shown a different 
screen. 



Legend 

O Node in the Node Tree 

□ GUI description object 

Object in the Data Model 
Node Tree relationship 

— ► Pointer to a GUI Description 

Pointer back to a node 
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Nodes in the Node Tree hove pointers 
to descriptions of their user interface. 
Each node con hove multiple user 
interfaces associated with it. Different 
ones are used for different types of 
users. 



Each GUI description object describes the GUI for a 
node. It can contain database input, output, buttons, 
graphics, charts, and graphs. It con also specify what 
node GUI should be shown next. If a node is not 
specified then the GUI Engine will determine the next 
one based on the Node Tree relationships and data 
dependencies. 




O 



Legend 
Node in the Node Tree 



Q GUI description object 
Node Tree relationship 
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Pointer to a GUI Description 
>- Pointer back to a node 
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